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Abstract  
This article discusses about influence of learning model of role-playing toward the competence of 
writing financial report. This article was wrotten by using the quantitative research method with the 
experimental design of one-group of pretest and posttest. This research was done by giving pretest in the 
beginning of the lesson to know the beginning competence of the students. The test of hypothesis was 
done by using Z test with SPSS IBM 22. Based on the beginning calculation, it could be found that p-
value (Sig) < α, 0.000<0.05 meant that H0 was rejected. Thus, H1 was stated that the score of posttest 
was better than the score of pretest. It meant that the learning model of role-playing affected the 
competence in writing the financial report. 
Keywords: Learning Model; Role-playing Model; Financial Report; 
 
Introduction 
The improvement of acceptance from professional and international Accounting toward the 
Accounting graduates who have particular generic skill has caused Accounting teachers to reflect the 
learning model which fulfill the requirements (Ballantine & Larres., 2007). The learning process also 
faced changes from the teacher center in which the teacher as an information agent to the students center 
in which the students should be more active in the learning process. Those changes affect the learning 
process done by the current teachers. Those changes consisting of the atmosphere of the balance, 
transparant, tolerant, and not being arrogant should be achieved because those aspects are important in 
which the teachers are the leaders who accommodate various questions and the students’ needs 
(Aunurrahman., 2012). 
 
The development process of the students’ potential and skills at the middle school is more 
dominant at vocational schools: Vocational High School and Madrasah Aliyah Kejuruan. The graduates 
of Vocational High School can continue their educational level to the higher level. They are expected to 
have jobs based on their interest and major. Based on the explanation, the learning process at vocational 
high school does not only focus on the cognitive competence, but also on the affective and psycomotor 
competence. The needed learning is that the learning which can develop cognitive and socio-emotional 
competence because the job field cannot be separated from social interaction. Besides, it is also necessary 
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to have the learning which can describe the real interaction happened so that the graduates of vocational 
high school, especially in Accounting, are expected to be able to work well because they have experiences 
during the learning process. Thus, it is necessary to create the classroom atmosphere to develop the 
students’ competence through their own experiences. This kind of process needs constructivistics 
learning. 
 
Based on the explanation above, vocational high school has the program of Accounting skill 
which can prepare the students to have the competence in their interest and major. The use of appropriate 
model can cause the interesting learning process, the acceptable materials, and the alive atmosphere of the 
classroom so that the students can have experiences in their vocational fields. Moreover, the bad teaching 
model of the teacher can affect the students’ learning outcomes. Thus, when the teacher lectures, the 
students will get bored, sleepy, passive, and only write notes (Slameto., 2010). The used model has to 
support the achievement of the objectives of Accounting subject and focus more on the skills. The applied 
model has to be able to improve the students’ participation in Accounting learning so that the students are 
more interested and active in joining the learning process. The development of the students’ cognitivity 
can be done so that the understanding of Accounting subject can be better. The students do not only 
develop their cognitive competence, but also their interaction competence toward their friends and 
teachers.  
 
The expecting learning is that the learning can develop the students’ knowledge based on their 
experiences and social interaction. In the learning process, it is expected to have relationship between 
teachers to students and students to students. The appropriate learning theory is constructivism theory. 
Constructivism is a philosophy of knowledge focusing on knowledge is construction (Von Glasersfeld in 
Bettencourt., 1989). This theory stated that the students’ thoughts can be developed based on their own 
experiences. The teacher has to give freedom to the students to investigate, observe, and solve their own 
problems (Slameto., 2010). Thus, in the learning process, the students are given the chance to be more 
active in the learning process. This case can help to shape the students’ thoughts in understanding the 
materials that the teacher gives. With the interaction in the learning process, the students will get many 
experiences and new knowledge getting from other people. 
 
The learning model following the constructivism theory is a cooperative learning model. Jolliffe 
(2007) stated that the essential of cooperative learning needs the students to be able to work together in 
small groups and support each other to improve their own learning and others’ learning. It means that 
cooperative learning is the same as group learning. Cooperative learning is a practical method used to 
improve the motivation and improvement in the classroom. Learning in groups can improve the students’ 
confidence, communication skill, and active participation in the learning process (Chu., 2014). The 
learning model of role-playing is an appropriate model to support the learning process at vocational high 
school. The learning model of role-playing focuses more on the skills in which this model is the most 
appropriate model because the learning process at vocational high school focuses more on the skills. 
Role-playing is a learning model taking the context of the real life and putting on the learning process. 
This condition makes the students ready to face the job field.  
 
 
Methodology 
 
This research was done at one of the vocational high schools in Kupang City, East Nusa 
Tenggara, Indonesia, especially at Class X Accounting. This research was an experimental research. The 
used design was pre-experimental designs consisting of one group pretest-posttest design. The population 
of this research was the students of Class X Accounting consisting of two classes containing 65 students. 
All of the students were the samples of this research. The methods used in this research to collect the data 
were documentation and test (multiple choice). 
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Based on the result of the instrument test, from 30 questions of the test, it was known that there 
were five invalid questions. Based on the calculation of SPSS by using Gutman Split-Half Coefficient, it 
was gotten 0.858 which meant that the research instrument was in high category and could be used to do 
the measurement. Based on the calculation by using 2010 Microsoft Excel in getting the levels of the 
questions’ difficulties, there were 8 questions for the difficult level and 17 questions for the medium level, 
while there were 7 questions for the good level and 18 questions for the good enough level. 
 
The technique of analyzing the data in this research was Z test. Z test will be used if the research 
is a population research. Z test can be done if it fulfills the prerequisites of the analysis. The prerequisite 
test is a normality to be used to know whether the samples of the research come from the normal 
population or not. Tests of data normality were Lilliefors test and homogeneity test. They were used to 
know whether the samples came from the homogeneity population or not. The data gotten in the research 
would be analyzed by using hypothesis test. The procedure of hypothesis test used Z test supported by 
software of IBM SPSS 22. 
 
 
Result   
 
1. Result of the Analysis Prerequisite Test 
a. Normality Test 
 
 
               Table 1 Normality test 
 
Kolmogorov-Smirnov
a
               Shapiro-Wilk 
Statistic df Sig. Statistic df Sig. 
Pretest Score .112 32 .200
*
 .929 32 .038 
Posttest Score .186 32 .006 .919 32 .019 
*. This is a lower bound of the true significance. 
a. Lilliefors Significance Correction 
 
 
Based on Table 1, it can be seen that the significant scores of the pretest and posttest at Class 
Accounting 1 were bigger than the score of α (alpha), 0.200>0.05. This case meant that the scores of 
pretest and posttest at Class Accounting 1 came from normal population. 
 
 
b. Homogeneity 
 
Homogeneity test is used to test the similarity of variance or the homogeneity of each population. 
A variant is homogeneity when p-value (Sig.) > α. The result of homogeneity test can be seen in Table 2. 
 
 
                                         Table 2 Result of variance homogeneity test 
Levene Statistic df1 df2 Sig. 
,889 4 24 ,485 
 
 
 
Table 2 can shows that p-value (Sig.) > α, 0.525 > 0.05 which meant that the scores of role-
playing class had the similarity of variance.  
2. Result of Hypothesis Test 
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a.  Z Test of Role-Playing Class 
 
The second test was done to answer the second hypothesis whether there was an influence of 
using lesson model of role-playing towards the competence of writing financial report or not. There were 
some stages in this test: 
 
 
1) Doing Prerequisite Test 
 
Before doing Z test, normality and homogeneity test were done. Based on the prerequisite test, it 
could be known that the data were normal and homogeneous.  
 
 
2) Determining Hypothesis 
 
H0    : µ ≤ 38,79 (Posttest score was not much better than pretest score) 
H1    : µ > 38,79 (Posttest score was much better than pretest score) 
 
 
3) Defining Significance Level 
 
The significance level was α = 5% or α = 0,05. 
 
 
4) Doing the Test 
 
 
                   Table 3 Result of hypotesis test of one sample of role-playing class 
 
Test Value = 57.50 
T Df Sig. (2-tailed) 
Mean 
Difference 
95% Confidence Interval of 
the Difference 
Lower Upper 
Role-playing 4.668 31 .000 7.75000 4.3641 11.1359 
 
 
 
5) Decision and Conclusion of the Test 
 
The decision of the test will reject H0 if Zcount > Ztable or p-Value (Sig.) < α and accept H0 if Zcount 
< Ztable or p-Value (Sig.) > α. Based on the table 4.10, p-value (Sig) < α was 0,000 < 0,05 which meant it 
rejected H0. Thus, hypotesis stated posttest score was much better than pretest score was accepted.  
 
Based on the calculation of SPSS, it can be concluded that the lesson model of role-playing had a 
big influence towards the competence of writing financial report. 
 
 
Discussion 
 
A vocational high school focuses more on the skill process because the graduates of vocational 
high schools are expected to be able to work after graduating. Based on that case, the learning process in 
vocational high schools has to focus more on the skills. Creating skills in the learning process can be done 
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by giving experiences during the teaching and learning process. Based on the explanation, SMK N 6 
Kupang has to be able to prepare the graduates focusing more on the skills during the teaching and 
learning process.  
 
Based on the observation, the atmosphere in the classroom changes when the learning process has 
been more than 90 minutes. That change can be the students’ low attention or concentration causing the 
students cannot understand the materials given. Besides, the students’ learning interest can decrease 
causing a lot of students do other activities so that they cannot focus on the materials. Subini, et al. (2012) 
and Ahmadi & Supriyono (2013) stated that school time can influence the students’ learning process. The 
learning process in the afternoon cannot be much better than in the morning because the students feel 
tired and the neighborhood is more crowded. The students’ fatigue is the most common cause of 
saturation causing the boredom (Syah., 2013). If the students join the learning process with the 
inappropriate condition, they will have difficulties in understanding the materials. Those difficulties 
happen because the students cannot concentrate and think well (Daryanto., 2009). 
 
In addition to the teacher-centered learning and explanations that are still too general, the 
materials provided by the teacher are not enough to foster the attention and interests of the students. 
Slameto (2010) stated that to make the students study well, the materials should be able to attract the 
students’ interest. Besides, the materials should be based on the students’ interest because those kind of 
materials will motivate the students to study more (Syah., 2013). It is because the teacher expects the 
students to understand the materials well. Slameto (2010) contended that that kind of condition cannot 
happen because the mastery of the materials should be based on the students’ capabilities. This condition 
causes the students’ reactions to expect more that the teacher can explain the materials in details so that 
the understanding of the materials can be accepted easily. Thus, the most important thing is that the 
defined objectives can be achieved.  
 
Based on the observation, one of the strategies to solve the problem is by using the appropriate 
learning model. Constructivism learning model is an appropriate learning model. One of the learning 
models in cooperative learning is learning model of role-playing. Role-playing is a designed condition 
where the students can assume the characters or identities to achieve the learning objectives (Barkley., 
Cross., & Major., 2012). Silberman & Auerbach (2013) stated that role-playing is a major focus in the 
active training behavior because it is the most popular strategy to help the students to understand the 
materials and practice the specific skills. Hamdani (2011) contended that role-playing is a mastery of 
learning materials through developing the students’ imagination and understanding by playing it as an 
alive or a dead character. 
 
After observing and determining the learning model of role-playing, the researcher applied the 
learning model. The students were given pretest before applying the learning model to know their 
beginning capabilities. Based on the calculation of the pretest, the lowest score was 10 (0), the highest 
score was 100, and the average score was 57.50. The average score was not achieved in KKBM (70). It 
meant that the score of the students’ beginning capabilities was still low. After given pretest, the students 
was explained about the general materials. The material in this research was about the competence of 
writing financial report at the service companies made based on the basic equation of accounting. The 
teacher does not only explain about the materials, but also explains about the used learning model. 
 
After explaining, the teacher gives instructions to the students to create groups. The groups can be 
5 groups and have 6 until 7 members. Every group is instructed as if it is a service company. Those five 
groups consist of the business focusing on travel, convection printing, salon, machine shop, and 
photocopy. Every group has a name. The next stage is by applying the learning model of role-playing in 
the learning process.  
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Before applying the learning model, the students did some practices. The practices were by doing 
some transactions based on the instructions on applying the learning model. The type and number of 
transactions depended on the group. After doing some practices, the teacher gave the opportunities for the 
students to ask about the learning process. The next stage was that the students played again the arranged 
transaction on the instructions on applying the learning model of role-playing. Every member of the group 
did transactions to another group. In role-playing, the students used their own experiences to play the real 
life context (Kucharčíková., Ďurišová., & Tokarčíková., 2015: 2493). Every member of the group who 
did transactions wrote them in their journal. Similarly with the group being addressed by other group 
members, the group should also record the transactions that occurred. By doing role-playing, the students 
can develop their knowledge, skills, and attitude effectively because it is a pedagogy technique in role-
playing (Sogunro., 2004: 370).    
 
After each transaction was done, the students was instructed to create the basic equation of 
accounting based on the journal that had been made. Then, the students created the financial report based 
on basic equation of accounting in the form of balance sheet report, loss/profit statement, and report of 
change of capital. By applying the learning model of role-playing, the students had experiences in how to 
create a financial report. Kettula & Berghall (2013: 568) stated that role-playing is an experience. The 
experience gives the students opportunities to apply the theories and practice the skills. Role-playing is 
also a valuable tool to promote social lesson. Because of that, the learning model is used as practice and 
lesson to pay more attention on management and planning (Salvini., van Paassen., Ligtenberg., Carrero., 
& Bregt., 2016: 119-120). 
 
Then, the teacher discussed with the students about the learning process. The discuss was about 
an evaluation towards the roles of every group. Every group gave suggestions for another group so that 
there would be reciprocal relationship in the future. In addition, the teacher gave opportunities to the 
students to ask about the materials. Then, the teacher reexplained the materials. After discussing, the 
teacher gave posttest to the students to know whether the students could understand the materials or not 
after applying the learning model of role-playing. Based on the finding, the students’ capabilities had 
been improved from 57.50 to 65.25. However, the finding showed that the average score after applying 
the leraning model of role-playing had not achieved the score of KKBM.  
 
Based on the first finding, the students did not respond well towards the applied learning lesson. 
The students still could not understand well the stages of the applied learning model. Success depends on 
the students’ intention to be more active. Some students perhaps play openly by threatening or 
embarrassing (Kucharčíková., Ďurišová., & Tokarčíková., 2015: 2493). It happened because the students 
accepted new things so that they still needed to adapt. In the next meeting, the students were more active 
than in the previous meeting. The students could be more communicative than in the first meeting. There 
was also reciprocal relationship of every group. It can happen because from methodology objectives, role-
playing can make individuals to be more active in participating and getting experiences (Gourmelon, 
Chlous-Ducharme., Kerbitiou., Rouan., & Bioret., 2013: 106). Role-playing also stimulates reciprocal 
collaboration and encourages competition between opposite sides (Zdravkova., 2014: 73). In playing role, 
the students use their own experiences to play the real life context (Kucharčíková, Ďurišová, & 
Tokarčíková., 2015: 2493). It could be shown when doing transactions, for example, on transactions 
conducted to groups that had a travel business, the students determined the route of travel on the local 
area.    
 
Because this was an experimental research, it was necessary to have test by using statistics. The 
tested hypothesis was “there was an influence of using the learning model of role-playing towards the 
competence of writing financial report.” The hypothesis test was done by using Z test and SPSS. The used 
statistical hypothesis was H0: posttest score was not much better than pretest score in role-playing class 
and H1: posttest score was much better than pretest score in role-playing class. Based on the statistical 
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calculation by using IBM SPSS Statistics 22, the result was p-value (Sig.) < α , 0.00 < 0.05. Thus, the 
hypothesis stated that getting posttest score much better than pretest score in jigsaw class was accepted. 
This case showed that there was an influence of using the learning model of jigsaw towards the 
competence of writing financial report. 
 
The finding was appropriate with Hamdani (2018: 30) who showed that role-playing had a 
positive influence towards the students’ understanding. Role-playing is a learning activity which gets 
substantial support as an enjoyable and influencial practice so that it can be used to have interactive 
discussion to explore the identified learning concept during the teaching and learning process (Pepper & 
Clements., 2008: 23). Role-playing is a source of experience to have self-reflection so that the students 
can create their own confidence, success, and motivation.  
 
 
Conclusion 
 
The learning model of role-playing had a significant influence towards the competence of writing 
financial report. The influence could be gotten based on the comparison between posttest score or the 
gotten score after applying the learning model of role-playing and pretest score or the gotten score before 
applying the learning model of role-playing. The result of the test by using one sample of Z test supported 
by SPSS showed that the gotten significant score was p-value (Sig.) < α, 0.00 < 0.05. Thus, H1 stated that 
getting posttest score much better than pretest score in role-playing class was accepted. It showed that the 
learning model of role-playing had an influence towards the competence of writing financial report 
because posttest score was significantly better than pretest score.  
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